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MIXED MEDIA GAME AND METHODS 

TECHNICAL FIELD 

[0001] This invention relates to a gaming article including 
a sensing layer, a non-metallic, electroluminescent layer, a 
story layer that is at least substantially transparent and 
depicts a game board thereon, and a sensing device that 
interacts With the sensing layer and transmits light there 
through, as Well as methods of making and using the same. 

BACKGROUND OF THE INVENTION 

[0002] Various types of board games eXist that tend to 
provide social interaction but having game-play that 
involves only rudimentary mechanics, such as dice rolling, 
card collecting, and piece movement. These are enjoyed by 
many people Who can gather together for the social aspects 
of playing a board game, such as Clue® by Parker Brothers 
or 21 B Baker Street by John N. Hanson & Co., although 
typically board games are necessarily limited in nature 
and/or scope by the amount of recreational time that players 
are Willing to devote to playing games. Thus, such games 
tend not to play Well or attract interest if they require 
cumbersome calculations or lengthy periods of time to play 
to completion. 

[0003] In the last 20-25 years, hoWever, computers have 
provided a neW venue for game-playing. These games tend 
to use the great strength of computers—in number crunch 
ing, making hundreds of routine calculations, and the like— 
to provide for re?eX-type arcade games, arti?cial intelli 
gence-simulating strategy games, graphics, and various 
others. Examples include Myst® by Cyan Productions, 
Nancy Drew@ by Her Interactive, and the Carmen San 
Diego® series by Electronic Arts & Broderbund. Computer 
games also tend to make it easy to save a game for continued 
play at a later time. The Internet has, for the last several 
years, permitted multiple players to join in a game, role-play, 
inhabit the same virtual World, or the like as each player logs 
in from their respective computer. Computer-based games, 
hoWever, tend to be played alone or With players in other 
physical locations, thereby losing the social interactions and 
bene?ts that come from people joining together in the same 
room at the same time. Although some computer games 
bring people together in the same room, competitive-type 
computer games either involve people hunching together 
over a single keyboard at a single monitor or require each 
player to take a turn While the others move aWay or even 
leave the room. 

[0004] AfeW such toys and games have been designed that 
attempt to incorporate interactivity With certain features of 
games are described beloW. 

[0005] Us. Pat. No. 4,341,385 discloses a game board 
With tokens for players to pursue an imaginary thief Whose 
location is not apparent on the board but is held in a memory 
or storage register of a digital computing apparatus. The 
board contains several types and possible paths of move 
ment betWeen locations, and the location of the thief is 
periodically moved based on pre-de?ned rules and player 
input. The computing apparatus also produces sounds fol 
loWing the thiefs moves, and generates audible sounds 
indicating success or failure in catching the thief. 

[0006] Us. Pat. No. 4,545,582 discloses an electronic 
board game including a ?at translucent surface With a light 
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source, a plurality of playing pieces, and a hand held mover 
object. The light source is a bulb in series With a reed sWitch 
and energy source, and the playing pieces are magnetic in 
nature. The hand held component contains a magnet to repel 
the board’s surface, and can take the form of a ring, pistol, 
?nger, or any other shape depending on the game logo. The 
light source is activated by the magnetic ?uX of the playing 
pieces as they advance, so as to form a message in the game 
board surface that is communicated in Words or draWings to 
the player. 

[0007] US. Pat. No. 5,120,065 discloses a talking board 
game having a board and electronic computer system to 
provide speech information to players, and cards that can be 
read by the electronic computer system. 

[0008] US. Pat. No. 5,511,980 discloses an interactive 
learning device in the form of an open book for toddlers and 
preschoolers. In one embodiment, the book has three-di 
mensional alphabet letters received by a card spelling a 
Word; the book receives the card and a speech processor 
circuit recites the Word and sounds the phonic When the 
correct letters are added. In other embodiments, the book is 
a simple translator, a math calculator for elementary math 
ematical operations, and the sounds and names associated 
With various animals. 

[0009] US. Pat. No. 5,799,939 discloses a device for 
decoding distorted images from a sheet that includes a 
re?ecting geometric ?gure. A re?ecting surface can be 
applied to a can to decode an anamorphic image applied on 
a separate sheet, and a re?ecting canister can be used to 
decode and include a removable top holding images therein 
and a light source to illuminate distorted images. A game is 
described using the geometric re?ecting pieces to decode 
commands of the game. 

[0010] US. Pat. No. 5,997,304 discloses a phonics and 
reading teaching device depicting an arrangement of indicia 
of the alphabet letters and their associated phenomes. Selec 
tion causes the device to generate an audio signal or other 
response from a speaker, With af?rmative acknoWledgement 
When the letters of a Word are selected in the correct order. 

[0011] US. Pat. No. 5,916,024 discloses a system and 
method for evaluating responses to broadcast programs, 
such as television, and a signal transmitted thereWith or 
time-multiplexed to the television signals. Remote audience 
members can respond vocally or on a keyboard, and the 
system can include a NINTENDO or SEGA game. 

[0012] US. Pat. No. 6,061,052 discloses a display point 
ing device including a housing, optical sensor mounted 
therein, and processing circuitry receiving output from the 
optical sensor for identifying a location on the display 
pointed to by the pointing device, as Well as methods for 
operating the display pointing device. 

[0013] US. Pat. No. 6,209,872 discloses an interactive 
board game that is played during the inactivity in a sporting 
event, particularly a televised one, using a game board and 
several sets of cards dealing With the knoWledge of the 
vieWer of the sporting event. 

[0014] US. Pat. No. 6,373,464 discloses a computer input 
device With a housing in the shape of a magnifying glass 
having a lens portion and a handle extending therefrom. A 
detector is mounted in the housing and operable to detect an 
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element displayed on a computer display and to generate a 
corresponding detection signal and an actuator mounted on 
the housing. A partially re?ective, angularly disposed beam 
splitter can be used such that a user can observe an image on 
a computer screen through the beam splitter and the image 
can be re?ected to the detector. 

[0015] US. Pat. No. 6,547,628 discloses a toy including 
housing, input and output devices, an overlay and a con 
troller. The output device may include an array of light 
sources, a grid having an array of tubular holes With each 
hole aligning With the light source Where the grid is placed 
over the array, and a diffuser placed over the grid to collect 
light emitted from the light sources. The diffuser may be 
translucent and may include at least a portion covered With 
an opaque coating. The overlay is moved over the surface 
and interacts thereWith. 

[0016] Various educational and learning toys are also 
described in a series of US. patents and published US. 
patent applications assigned to Leapfrog Enterprises, Inc., 
including the folloWing patent documents. US. Pat. No. 
6,608,618 discloses methods of generating audio output by 
marking on a sheet in the vicinity of a print element With a 
marking instrument. Reissue No. 38,286 discloses an elec 
trographic surface position location system and method. 
US. Pat. No. 6,641,401 discloses an interactive apparatus 
With templates to produce audio output. US. Pat. No. 
6,668,156 discloses a print media receiving unit including 
platform and print media, including a stylus operatively 
coupled to the platform. US. Pat. No. 6,661,405 and Pub 
lication No. 20030016210 A1 each disclose an electro 
graphic position location apparatus and method that employs 
an antenna system and a signal strength detector. U.S. 
Publication No. 20030162162 A1 discloses a Write-on inter 
active apparatus and method. U.S. Publication No. 
20030218604 A1 discloses another interactive apparatus 
using print media. 

[0017] These apparatuses, games, and learning tools, tend 
to be more in the nature of learning devices, computer 
peripheral equipment to assist in playing computer games 
and the like. Thus, it is desired to provide a game that 
provides the bene?cial social elements of a board game With 
the interactivity of computer hardWare- or softWare-based 
components, as Well as the equipment and methods of 
playing such a game. 

SUMMARY OF THE INVENTION 

[0018] The invention encompasses a gaming article 
including a sensing layer, a non-metallic, electroluminescent 
layer disposed over a portion of the sensing layer, a story 
layer that is at least substantially transparent and depicts a 
game board thereon, Wherein the story layer is disposed over 
a portion of the electroluminescent layer, and a sensing 
device that interacts With the sensing layer When it is 
adjacent to the story layer and transmits light therethrough 
from the electroluminescent layer to a player to facilitate 
display of relevant information. 

[0019] The invention also encompasses a method for 
playing a game With at least one player, Where play proceeds 
by moving a sensing device a predetermined number of 
spaces on a game board depicted on a story layer of a gaming 
article that has an associated electronic register, selecting an 
icon by toggling at least one input device, so as to display 
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information from the electronic register to the player moving 
the sensing device, repeating the moving and selecting until 
the player is prepared to make a conclusion, and selecting a 
concluding icon Where the player selects an ansWer using the 
sensing device, Wherein the electronic register conveys an 
appropriate reWard to the player if the ansWer is correct. 

[0020] In one preferred embodiment, the game is played 
competitively With at least tWo players alternating in con 
ducting the moving and selecting steps, Wherein only one 
player is able to select the correct ansWer. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0021] Further features and advantages of the invention 
can be ascertained from the folloWing detailed description 
that is provided in connection With the draWing(s) described 
beloW: 

[0022] FIG. 1 is a cross-sectional representation of a 
gaming article according to the invention; 

[0023] FIG. 2 is a schematic of an arrangement of the 
game article including a separate electronic register accord 
ing to the invention; and 

[0024] FIG. 3 is an eXample of a story layer depicting a 
train locale according to the invention. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

[0025] A truly mixed media, interactive game has noW 
been discovered that has the bene?ts of both board games 
and computer-assisted games and that can be obtained While 
minimiZing the detractions of each type of conventional 
game, Which tend to deter people from playing games. The 
gaming article of the invention includes, as shoWn in FIG. 
1, a game board 20 including a sensing layer 1 associated 
With a sensing device 10 that interacts With the sensing layer 
1 When it is suf?ciently adjacent thereto, typically With other 
layers in betWeen. The game article preferably also includes 
an electroluminescent layer 5 disposed over a portion of the 
sensing layer 1, and a story layer 7 that is at least substan 
tially transparent and depicts a portion of a story, such as a 
game board, thereon. The story layer 7 is typically disposed 
over a portion of the electroluminescent layer 5, Which itself 
is typically over a portion of the adjacent sensing layer 1. 
The sensing device 10 also transmits light therethrough from 
the electroluminescent layer 5 to a player to facilitate 
retrieval of information by the player. Methods of playing 
such a miXed media/interactive game have also been 
invented, as described beloW, and these methods can use this 
game article as described herein as Well as any other suitable 
type of game article. 

[0026] The game articles of the invention, and methods of 
using the same, can advantageously provide face-to-face 
human interaction, preferably including physical-verbal 
communication, along With the social and physical activities 
associated With conventional board games. This can be 
accomplished While also bene?ting from the dynamic, inter 
active functionality of computers and/or gaining the ability 
to rapidly resolve calculations, generate random numbers, 
and the like by operatively associating the game components 
With computers or other similar electronic equipment. 

[0027] The game board 20 of the gaming article is gen 
erally arranged to have a sensing layer 1 disposed as a base 
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for the other layers. Any base capable of detecting and/or 
receiving touch, Warmth, pressure, light, electric, radio fre 
quency, or magnetic input, or the like is suitable. Preferably 
the sensing layer 1 is pressure sensitive and is operatively 
associated With a sensing device 10 that is repeatedly moved 
or repositioned during use, such as game play. Certain 
commercially available articles that can be modi?ed to form 
the sensing layer 1 of the invention, such as pressure 
sensitive tablets from Leapfrog Enterprises, Inc. of 
Emeryville, Calif. or radio frequency-capable tablets from 
Wacom Technology Corp. of Vancouver, Wash. For 
example, the pressure sensitive sensing layer can be adapted 
and con?gured to include an array of pressure sensitive 
sWitches in the sensing surface, such as membrane sWitches, 
an array of capacitive or inductive elements Whose imped 
ance is altered by bringing the stylus into contact With the 
surface, or any other suitable apparatus or method available 
to those of ordinary skill in the art. Another preferred 
embodiment is a radio frequency transmitting and detecting 
device in the sensing device 10 and sensing layer 1, respec 
tively, or vice versa. The detected or received information 
can be converted into positioning or other more useful 
information by an associated electronic register, such as a 
computer. It should be understood that the sensing layer can 
be formed in any suitable manner using any suitable equip 
ment, and the entire contents of the various patent docu 
ments assigned to Leapfrog Enterprises, including U.S. Pat. 
No. 6,608,618; Reissue No. 38,286; US. Pat. No. 6,641, 
401; US. Pat. No. 6,668,156; US. Pat. No. 6,661,405; US. 
Publication No. 20030016210 A1; U.S. Publication No. 
20030162162 A1; and US. Publication No. 20030218604 
A1, are each hereby expressly incorporated by reference 
thereto to provide suitable guidance for providing suitable 
sensing layers according to the present invention. 

[0028] Any siZe sensing layer 1 can be adapted for the 
game article of the invention. Exemplary larger siZes such as 
about 8 to 20 inches Wide by about 10 to 22 inches deep can 
be used for the game article, particularly When used in a 
?xed location such as a table, ?oor, desk, or the like. 
Exemplary smaller siZes may be preferred for mobile usage, 
such as during travel, and these siZes can generally be about 
3 to 7 inches Wide by about 4 to 8 inches deep. 

[0029] The electroluminescent layer 5 that is preferably 
disposed over a portion of the sensing layer can be any 
suitable material or device capable of transmitting light, 
provided that it does not signi?cantly interfere With the 
sensing layer 1 and its operatively associated sensing device 
10. Generally, metallic materials tend to cause disruption 
betWeen the sensing layer 1 and sensing device 10, and 
therefore, non-metallic materials are preferred. The elec 
troluminescent layer 5 is preferably paper-like in nature, and 
can be made of any suitable polymer, plastic, or paper. The 
electroluminescent layer is preferably at least substantially 
?at, or entirely ?at, such as a sheet of paper or cardboard. 
Preferably, When activated, the electroluminescent layer 5 
provides light at least in one direction toWard the user or 
player. 

[0030] The story layer 7 is typically disposed over a 
portion of the electroluminescent layer 5, Which itself is 
typically disposed over at least a portion of the adjacent 
sensing layer 1. The story layer 7 is at least partially, and 
preferably substantially, transparent and depicts a portion of 
a story, such as a game board, thereon. The story layer 
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should be suf?ciently transparent to pass sufficient light 
from the electroluminescent layer 5 to the user so that the 
printed or other informational materials on the story layer 7 
are also visible and legible to the user. Apreferred printing 
material includes ink, toner, or the like, and any suitable 
color or combination thereof may be used. The electrolu 
minescent layer 5 is preferably disposed over a suf?cient 
portion of the sensing layer 1 and under a suf?cient portion 
of the story layer 7 to illuminate any important information 
on the story layer 7 to facilitate vieWing by the user. 

[0031] The story layer 7 may contain any scene or location 
to provide a suitable locale for the game article. The story 
layer 7 can preferably be a transparency including printed 
material thereon regarding the locale of the game. Prefer 
ably, the story layer 7 is replaceable so that it may be 
removed and replaced if damaged, or even betWeen games 
or during games to provide for various gaming possibilities. 
The story layer can depict a story, plot, theme, or the like, 
and related details, including historic, present day, or futur 
istic; ?ctional or factual; or the like. For example, in a 
role-playing game, the initial story layer might include 
materials related to a toWn, and subsequent story layers may 
include dungeons, Wilderness areas, castles, or the like. For 
a racing-type or exploratory-type game, the initial story 
layer may include various maps such as underWater, topo 
graphical, actual geography, real or ?ctitious planets or stars, 
space itself, etc. The story layer 7 can be adapted and 
con?gured to include various vehicles or locations including 
one or more trains, airplanes, boats, cars or trucks, or the 
like, in any combination, to depict a space in Which players 
move. In one preferred embodiment, the story layer 7 
depicts a train or other scene of a mystery to be solved, such 
as a murder. Also, since the story layers 7 are at least 
partially transparent, they may also be stackable, so that 
additional story layers 7 may be added onto previous layers 
to illustrate discoveries or provide the scene of subsequent 
chapters in the story. 
[0032] The operatively associated sensing device 10 can 
include a stylus that can transmit information from the 
player to the sensing layer 1, and from the sensing layer 1 
to the player. Although the sensing device may optionally 
but preferably contain an electronic register With any nec 
essary instructions and information for game play, in a 
preferred embodiment the sensing device is remote and 
operatively associated With an electronic register, such as a 
computer, that is separated from the game article by a feW 
feet or even a room or tWo aWay. When the sensing device 
is associated With an electronic register, it may be connected 
by Wires or it may be Wireless. In any Wireless embodiment, 
any suitable device or method of transmitting to, and option 
ally but preferably receiving transmissions from, the elec 
tronic register may be included. For example, the transmitter 
might include Bluetooth capabilities or any other local radio 
frequency or infrared transmission and receiving capabili 
ties. It is also possible that the electronic register and sensing 
device are a single package or stand-alone unit that can 
include any necessary features that an external or remote 
computer might provide as described herein, e.g., a CD 
ROM or DVD-ROM reader to load neW softWare, a car 
tridge slot for electronically associated add-on or supple 
mental softWare to be introduced, speakers, or the like. Use 
of a single package including the game board having a story 
layer, electroluminescent layer, sensing layer assembled 
together With an electronic register permits maximum port 
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ability and is preferred in for portable or travel versions of 
the game device described herein. In one preferred embodi 
ment, a single electronic register is associated With the 
sensing layer and either the sensing device or the visual 
component. 

[0033] The sensing device 10 is typically adapted and 
con?gured so that players may readily grab it and move it, 
such as by sliding or preferably lifting so it can be placed on 
the appropriate location on the story layer each time a player 
takes a turn. The sensing device 10 preferably includes a 
visual component to permit information to be visually 
displayed to the user, e.g., the game player. The sensing 
device typically includes a frame around the visual compo 
nent, and a handle is typically associated thereWith. Prefer 
ably, an audio component is also included on the sensing 
device 10 or operatively associated thereWith, such as asso 
ciated With the electronic register itself, e.g., a pre-existing 
sound system on a home computer. Thus, the frame or 
handle may include a speaker component. The visual com 
ponent can be any suitable mechanism to do so, but is 
preferably an LCD screen. 

[0034] The visual component of the sensing device is 
preferably arranged and con?gured to provide private, or 
secret, information to the player using the device, While the 
game board as a Whole is generally arranged and con?gured 
to provide public information to all players at the same time. 
This can advantageously permit various game-playing tac 
tics including bluf?ng, player manipulation, concealment of 
critical information, and the like. 

[0035] Regardless of the visual component, it may pref 
erably include a removable polariZing ?lter, Which can 
permit the player to see the information on the visual 
component. Alternatively, one or more different physical or 
even virtual ?lters may be used in connection With the 
sensing device and visual component that can provide 
different effects, such as simulating different surveillance 
and evidence illumination techniques including x-ray vision, 
blacklight, infrared thermography, nightvision, ?ngerprint 
poWder, telescopic lens or binoculars, or the like. The ?lter 
can be physically disposed adjacent to the visual component 
such as by having each player insert it horiZontally in a slot 
on the sensing device 10, or it can be a virtual ?lter provided 
With the metallic cards or operated by the sensing device. 
The sensing device preferably includes a frame, Which helps 
hold the visual component and advantageously is con?gured 
and dimensioned to inhibit or prevent persons other than the 
player from snooping and seeing the game information 
meant for a different player While the player takes his or her 
turn. The frame can thus act as a shield that rises above the 
level of the visual component to help keep information 
private for the player operating the sensing device. 

[0036] Preferably, the LCD screen is connected to an 
electronic register, such as a desktop or minitoWer computer, 
laptop computer, or other commercially available home 
gaming console. Asuitable LCD screen siZe might be about 
2 to 3 inches in siZe up to about 4 to 6 inches in siZe. In a 
preferred embodiment, the sensing device 10 is con?gured 
to include an LCD screen connected to a computing device 
and to have the appearance of a magnifying glass that 
includes the sensing portion associated With the sensing 
layer 1. In one embodiment, the LCD screen has all active 
lighting capabilities removed, not present, or disconnected, 
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to inhibit or prevent non-users from vieWing the information 
thereon When disposed adjacent to the story layer 7. The 
back of the LCD can be removed to increase transparency 
therethrough of lighting from the electroluminescent layer. 
Thus, the sensing device can also preferably transmit light 
from the electroluminescent layer through itself and its 
vieWing component to a player, so as to facilitate retrieval of 
information by the player so the player can better vieW the 
information on the visual component, e.g., LCD screen, of 
the sensing device 10. 

[0037] The sensing device also preferably includes at least 
one input device that signals for information to be displayed 
for the player using the sensing device, and optionally, 
includes a decorative overlay that has a complementary 
theme With the story layer. This input device is typically a 
button, scroll Wheel, track ball, or the like. In one embodi 
ment, the sensing device is a conventional computer mouse 
adapted to have an LCD screen disposed in a central location 
of the mouse. It should be understood that each part of the 
game article can be modi?ed or adapted for a different story. 
The sensing device 10 could be adapted and con?gured to 
appear, for example, as any type of inspecting device. 
Exemplary appearances for the sensing device 10 include a 
magnifying glass, a pair of glasses, goggles, a microscope, 
binoculars or telescope, or the like. The sensing device 10 
can also be a black or otherWise neutrally decorated article, 
and the artWork or decorative appearance can be provided 
electronically as part of the LCD screen or other visual 
component of the sensing device 10. 

[0038] The sensing device 10 and story layer 7 are pref 
erably decorated either electronically or physically, or both, 
With a complementary theme. For example, in a preferred 
embodiment, the story layer 7 is a mystery scene and the 
sensing device 10 is decorated as a magnifying glass. Any of 
a variety of complementary themes can be used or included 
depending on the story line or essential plot or story of the 
game to be played. For example, an underWater-type story 
layer 7 can have a goggle-appearance sensing device 10, a 
sports-related story layer 7 can include aviator glasses 
appearing sensing device 10, and so on. Alternatively, the 
story layer 7 can include a map or any of the other possi 
bilities discussed herein or otherWise suitable for depiction 
in a game, and the sensing device 10 can be decorated to 
appear (either physically or electronically) as a vehicle that 
can move across the map or other story layer 7. For example, 
a race car sensing device 10 can be used With a racing-type 
game having a map or maps as the story layer 7, a ship 10 
can be used for an at-sea adventure depicting underWater or 
Water-based sites on the story layer 7, or the like. In a 
preferred embodiment, the sensing device 10 has the physi 
cal appearance of a magnifying glass While the story layer 7 
is a train With various compartments. 

[0039] In an alternate embodiment, the sensing device 10 
can be more passive, such as a sheet of glass, plastic, or other 
suf?ciently and preferably substantially transparent material. 
An exemplary passive sensing device 10 might include a 
conventional magnifying glass or other suitable “lens” 
through Which a player might receive information. The 
sensing device 10 may optionally but preferably include a 
removable polariZing ?lter. In this embodiment, the infor 
mation is provided to the player through a more active game 
board 20 that includes the visual component and a sensing 
portion, Which can be a sensing layer. For example, a visual 
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component can be substituted for the electroluminescent 
layer, story layer, or preferably both. The visual component 
in the game board itself can include or be a large LCD screen 
or any other suitable visual component, optionally but 
preferably With the polarizing ?lter removed. The visual 
component is preferably at least substantially horiZontal so 
that cards, playing pieces, and dice disposed thereon during 
game play are inhibited or prevented from sliding. 

[0040] In a preferred embodiment, the entire game board 
20 is a large LCD screen disposed at least substantially, and 
preferably completely, horiZontally over a portion of a 
sensing layer. The visual component and sensing layer are 
generally adjacent to facilitate operation of the sensing layer 
and the sensing device employed during game play. Prefer 
ably, the visual component is suf?ciently thin that the 
sensing layer and sensing device on opposite sides thereof 
can suitably interact. This embodiment simpli?es the need 
for a game device With three internal layers. In this manner, 
only the player operating the sensing device With the 
optional but preferred polariZing ?lter therein Will be able to 
readily receive information displayed on the game board 20, 
i.e., the polariZing ?lter can be in the visual component or 
the sensing device and the electronic register displays infor 
mation in a complementary fashion, typically to limit dis 
tribution of certain player-speci?c information to the player 
operating the sensing device. In another preferred embodi 
ment, the sensing layer 1 detects the sensing device 10 and 
displays information only in a location that Will be Within a 
viewing area of the sensing device 10. 

[0041] The game board 20 can be held together in any 
suitable manner. It can be integrally formed, or held together 
With any suitable fastener, such as edge clips, snap-together 
portions, corner clips, glue or other adhesive component(s), 
or any other combination thereof. Preferably, the story layer 
is disposed over the remainder of the game board 20 so it can 
be readily replaced or exchanged, e.g., Without fastener(s) or 
With a readily removed fastener. The game board 20 itself 
may be integrally formed as part of a gaming table, or 
adapted to be fastened to a gaming table (not shoWn). 
Preferably, the assembled game board 20 has the appearance 
of a board game, although in some embodiments With one or 
more Wires protruding therefrom preferably in a discrete, 
safe manner to connect to the electronic register 25. Option 
ally, multiple buttons can be provided so that each player can 
trigger a button or, preferably, their color button, on the 
game table, on an adjacent computing device, or any other 
suitable trigger to inform the electronic register or comput 
ing device that the neXt player is noW active. 

[0042] FIG. 2 illustrates a schematic vieW of various 
components in or associated With the gaming (or game) 
article, Which can be used for the methods of playing a 
game. The gaming article shoWn in FIG. 2 includes a game 
board 20 including at least the various components 
described above and the sensing device 10. The game board 
20 is preferably operatively associated With an electronic 
register, such as a computing device 25. Preferably, the 
electronic register 25 and sensing layer I operate in con 
junction to determine the location of the sensing device 10 
When adjacent to the game board 20. Thus, in a preferred 
embodiment, the sensing device 10 is also operatively 
associated With an electronic register, preferably the same 
electronic register 25. All associations may be Wired or 
Wireless, as previously discussed. The visual component 
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circuitry, optional programmable logic control (PLC) 30, or 
both, required to coordinate and display the player-speci?c 
information on the visual component of the sensing device 
10 can be Within or adjacent to the sensing device 10, but is 
preferably remotely located such as a short distance of a feW 
inches or feet aWay or in a nearby room. This circuitry 30 is 
operatively associated With the sensing device 10 and the 
optional but preferable electronic register 25, and typically 
the circuitry provides an electronic interface betWeen the 
sensing device 10 and the electronic register 25. In this 
preferred embodiment, the circuitry to run the PLC, visual 
component, or preferably both, is disposed separately from 
the sensing device 10 so as to minimiZe the siZe of the 
sensing device 10. Thus, preferably, as much circuitry or 
electronics 30 as possible needed to operate the sensing 
device 10 is disposed adjacent the game board 20, such as 
built into a storage case for the game board 20 or a game 
board support (not shoWn), betWeen the sensing device 10 
and electronic register 25, such as in the manner many 
poWer adapters are disposed betWeen each end of its con 
necting cords, or even adjacent the electronic register 25, 
such as on a table supporting the electronic register 25 or on 
the ?oor adjacent thereto. 

[0043] FIG. 3 shoWs the story layer 7 of a game board 20 
having a locale 31 or theme. The locale 31 is preferably split 
into separate Zones for movement of player pieces, in this 
case separate compartments 33, 35 of a train. The game 
board typically depicts a plurality of lines or other separators 
37, 38 to distinguish betWeen Zones for movement of player 
pieces in Which game play occurs. During game play, each 
compartment contains clues or other information or articles, 
hoWever, these are typically stored in the electronic register 
associated thereWith, and the clues or information or articles 
are shoWn to each player only during their turn and under 
certain circumstances described herein. A logo may be 
placed on the game board in the logo space 12, such as a 
company name or game name. This logo space 12 may be 
disposed at any suitably large location on the game, e.g., on 
the train engine, across the top middle, on the bottom, etc. 
The game board preferably thus includes further depictions 
With a combination of alphanumeric characters, pictures, or 
both, such as the front part of the train engine, Wheels, or the 
like that are for aesthetic purposes to help generate the locale 
or theme but do not necessarily impact on game play. 

[0044] The gaming article preferably further includes a 
plurality of player position markers, such as of suitably 
different colors so that each player can distinguish his or her 
piece, and at least one die to be rolled for indicated hoW far 
each player is permitted to move. The gaming article pref 
erably further includes a plurality of metallic cards. These 
metallic cards can be employed during game play to either 
interfere With the sensing layer and sensing device suf? 
ciently to block a signal therebetWeen When disposed on the 
story layer; or complete a circuit When placed into a suitable 
register connected to the sensing layer, sensing device, 
adjacent the game board, or any combination thereof. These 
can be called snoop cards and lock cards, for eXample. These 
metallic cards can be of any suitably conductive metal, and 
can be of any suitable siZe. The siZe is preferably commen 
surate With the siZe of the game board and sensing device 1, 
but the cards are at least about 0.5 by 1 inches in siZe if 
rectangular in nature or at least about 0.75 inches in diameter 
if circular so that they are suf?ciently large to facilitate 
grasping by players having small motor control difficulties. 
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[0045] Preferably, software is installed on the electronic 
register 25 that facilitates operation of the sensing device 10 
or sensing layer 1, or more preferably, both. Aperson (either 
the same or a different person) can select a story layer that 
correlates to a particular story and places it on a sensing 
layer used in connection With the sensing device before the 
at least one player begins moving the sensing device. Input 
is provided to the softWare so it can determine Which story 
layer is being used and therefore Which complementary 
story to implement. The softWare can be adapted and con 
?gured for use by one or more players, and With one or more 
stories or chapters of a story, each of Which contains a 
different theme, information, conclusion, or the like. Advan 
tageously, the softWare is arranged to provide randomness to 
the mystery so that the game is in?nitely or multiply 
replayable With a different conclusion so that players retain 
the element of surprise When repeatedly playing the game. 

[0046] The game play can occur With at least one player, 
although preferably tWo or more people play to facilitate the 
human interaction typically lacking in conventional com 
puter-based games. The play generally proceeds as folloWs: 
moving a sensing device a predetermined number of spaces 
on a game board depicted on a story layer of a gaming article 
that has an associated electronic register, selecting an icon 
by toggling at least one input device, so as to display 
information from the electronic register to the player on the 
sensing device, repeating the moving and selecting until the 
player is prepared to make a conclusion, and selecting a 
concluding icon Where the player selects an ansWer using the 
sensing device, Wherein the electronic register conveys an 
appropriate reWard to the player if the ansWer is correct. 

[0047] Game play can typically proceed as folloWs: a 
player optionally presses a triggering device such as a button 
on the sensing device or a triggering device adjacent the 
game board or on the electronic register to indicate it is the 
neXt player’s turn, folloWing Which the player rolls the die 
or dice, moves across the game-board according to prede 
termined rules, and then moves the sensing device over that 
location to reveal one or more clues. The board game is 
illuminated so that players can see the visual component of 
the sensing device. Players can insert an optional, or option 
ally removable, polariZing ?lter into the sensing device to 
permit them to see the visual component, Which can increase 
the aura of mystery When the story involves a mystery. Each 
player also receives various metal cards that can be used 
during game play as noted herein. As each clue is selected, 
the associated electronic register or computing device dis 
plays a matching clue. Areminder such as a clue number can 
also be displayed to facilitate players remembering or 
revieWing their clues. The sensing device can also permit 
players the option of selecting a clue or revieWing previous 
clues each time they take a turn. 

[0048] The predetermined number of spaces can be ran 
domly generated by the associated electronic register or 
computer, but preferably is obtained When the player rolls 
one or more dice. The sensing device including visual 
component displays one or more icons depending on Which 
compartment the player lands on, and the electronic register 
electronically feeds this information to the sensing device 
and displays it for the active player (i.e., the one taking a 
turn). A compartment preferably can contain one to ?ve 
icons, Which can be for eXample a clue icon, an object icon, 
or any combination thereof. The clue may be visual or audio. 
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It is possible to arrange the clues to be randomly displayed 
or played Within each compartment so that players need only 
move the sensing device over a compartment upon Which 
their piece landed and no need for further input is required. 
These sounds can also be adapted to correspond to visual 
clues like a mini-magnifying glass displayed in the sensing 
device, Which only the active player taking a turn can select 
and see. Another icon may be a smokescreen, so that if a 
player selects it this can smoke out the room for a period of 
time or number of turns so other players or no players can 
see any icons or receive any clues When landing on that 
room or playing space, e.g., compartment. Yet another icon 
might be a normal looking icon, but ultimately prove to be 
a red herring that is important-sounding information that is 
incorrect or even useless. Certain icons can be arranged to 
be hidden in a compartment and simply appear as furniture 
until another clue suggests that a player check back to a 
previously visited compartment containing these clues. Any 
of a variety of other clues or icons can be used to provide 
varying game play or add ?ourishing details on different 
stories in different locales. 

[0049] The concluding icon can be teXt or a visual clue 
that permits the player to guess at the ?nal ansWer or 
otherWise take a ?nal action. The appropriate reWard con 
veyed can be an audio track, visual display, or preferably a 
combination thereof. It can be, for eXample, victory music or 
sounds (e.g., the “Stars and Stripes” or the National 
Anthem), music or sounds adapted to the theme or locale of 
the game (e.g., a train pulling into a station), or the like, or 
any combination thereof. The teXt can con?rm the correct 
ness of a guess and offer additional congratulations through 
appropriate Words or images. The gaming article can also be 
arranged on a more dif?cult setting, preferably through the 
softWare, so that only a single ansWer is permitted or that a 
certain amount of time or turns must pass before that player 
is permitted to attempt to select a concluding icon and Win. 
If the player is incorrect, the music, sound, or visual teXt or 
images can be insulting, negative, or any other suitable 
punishment, such as a noise of a plane stalling or a train 
crashing or dcrailing. Preferably, the game is played com 
petitively With at least tWo players alternating in conducting 
the moving and selecting steps, Wherein only one player is 
able to select the correct ansWer. This is typically the ?rst 
player to ?nd a key clue or article, such as the murder 
Weapon. 

[0050] In one embodiment Where a train is the locale, the 
conductor’s compartment is the location that must be 
reached so that a player has an opportunity to select the 
concluding icon. This can be arranged on more difficult 
settings so that the concluding icon Will not appear before 
that player ?nds the key clue or object, e.g., a murder 
Weapon. Dif?culty settings can also be used via the elec 
tronic register or softWare thereon to activate and control the 
timer and length of time available, to make clues easier or 
harder, and the like. These are typically preset With each 
story so that players need not modify every little detail When 
playing. Custom settings can optionally but preferably be 
included so that players can arrange the game or story With 
some personal details or settings for repeated playing. For 
eXample, With more than 2 players, if the ?rst player guesses 
the ansWer incorrectly, they lose and the remaining players 
continue until the correct ansWer is reached. When tWo or 
feWer players remain, the game can be arranged so that the 
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players keep going until the correct answer is guessed so that 
a Winner can ultimately be declared. 

[0051] Generally, game play is regulated by an optional 
but preferred associated electronic register, Which preferably 
includes a computer associated With at least the sensing 
device of the gaming article. When an electronic register 
such as a computer is included With or to be used by the 
gaming article, a person preferably installs softWare con 
taining instructions for the associated electronic register 
before the at least one player begins moving the sensing 
device. The instructions can also teach a player—or prefer 
ably all players at the same time—hoW to play the game 
through verbal instruction and optionally also With visual 
instruction for the player adjacent the sensing device. The 
players can thus control the level of game playing detail is 
initially provided, thereby permitting more details to be 
eXamined at a later time or date, such as during game play. 
Preferably, a person selects a story layer that correlates to a 
particular story and places it on a sensing layer used in 
connection With the sensing device before the at least one 
player begins moving the sensing device. The softWare 
loaded in the computer or other electronic register, or 
selected from a menu in the softWare, preferably corre 
sponds to the story layer so the clues and displayed infor 
mation make sense and correlate to each other. It is possible 
that the softWare includes a plurality of stories, and that 
various story layers each include a location such as logo 
space 12 that is contacted initially When play begins to 
inform the softWare Which corresponding story to imple 
ment. Different story layers can include this logo space 12 
in a different location, so that the softWare can be pre 
arranged to knoW Which story layer is in place based on the 
initial location contacted on the sensing layer 1. 

[0052] During game play, the information displayed to 
each player is determined by a combination of the at least 
one input device and the location of the sensing device in 
relation to a sensing layer disposed adjacent to the story 
layer. Thus, depending on the location of the sensing device, 
e.g., Which compartment or playing Zone it is disposed over, 
certain information such as icons Will be displayed on the 
visual component of the sensing device. It is possible for an 
adj acently disposed electronic register or computing device 
to act as the visual component, so that large images can be 
displayed for all players or solo play. Preferably, the visual 
component in the sensing device is employed in competitive 
multiplayer play so as to inhibit other players from seeing 
the active players’ information. The input device is then 
used by the active player to select a particular icon or clue, 
and the associated electronic register or computing device 
can display the selected, relevant information for that player. 
Concurrently or before each player’s turn, the electronic 
register determines Which player of a plurality of players is 
selecting the icon so it can display all information previously 
determined by that same player When the sensing device is 
moved by that player across the previously visited locations 
on the game board. This permits a player to revieW all 
previously learned information to facilitate arriving at a 
conclusion to the game, e.g., solving a mystery. 

[0053] The game play can be timed to provide additional 
suspense and goad the players into making rash decisions. A 
timer can be included to count doWn a predetermined 
amount of time until the ansWer is selected by a ?rst player, 
Who must do so before the timer concludes the countdoWn. 
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The timer can be a separate timer, such as an hourglass or 
clock or countdoWn timer, or it can be displayed on the 
adjacent computing device or electronic register, or it can be 
displayed on the visual or audio component of the sensing 
device. 

[0054] Each player can optionally, but preferably, receive 
one or more modifying cards that, When used in connection 
With the moving and selecting steps, can either block infor 
mation in a compartment from being displayed or permit 
that player to see con?dential information obtained by 
another player. These cards can be the metallic cards dis 
cussed herein, and they can be used by placing them on or 
in optional slots 42, 43. One slot can be adapted and 
con?gured for blocking information, While the other can be 
adapted and con?gured for the vieWing of other player’s 
information. These slots can also be disposed adjacent the 
game board and electrically or Wirelessly connected there 
With to accomplish the same result. Preferably, the cards can 
be placed directly on a compartment When used to block 
others, or directly into the sensing device When used to learn 
a previous player’s clue, and the sensing device or comput 
ing device can instruct players on the effects of the modi 
fying card and When it should be removed from the game 
board, i.e., its effects may be time-limited, turn-limited, or 
the like. 

[0055] The information uncovered by the players helps 
progress the game toWard a desired, preselected conclusion 
that is typically arranged in connection With the electronic 
register and any associated softWare. For eXample, in pre 
ferred embodiment, the information includes clues or 
objects to assist the at least one player in solving a mystery. 
In a preferred embodiment, the locale is the scene of a 
mystery to be solved by a plurality of game players. Pref 
erably, the mystery includes a murder and the ansWer 
includes the name of the murderer, the location of the 
murder, or the like, or any suitable combination of ansWers. 
In a preferred embodiment, the concluding icon can be 
arranged to be selected by a player only after a murder 
Weapon is located by that player. 

[0056] The game play can also be enhanced through 
various additional features. For eXample, a passport, cards, 
or dossier on each suspect can be included With the story 
layer and associated softWare, or the softWare can include a 
verbal and/or visual depiction of key information regarding 
each suspect in the mystery. The entire game board, or a 
table holding the game board, may be arranged to rotate, so 
that the players can rotate the game board so each active 
player taking a turn can see the game board from the same 
direction during their turn. Gaming instructions can eXist in 
print, as Well as audio, or visual format, or any combination 
thereof. Instructions can be arranged to be given in audio or 
visual fashion only With respect to a particular feature of the 
game, e.g., operation of the sensing device, conditions for 
Winning, etc. 

[0057] Another optional feature can include a lever or 
other suitable selector on the game board, on the associated 
electronic register, or using the sensing device, to select the 
dif?culty level before game play begins. Preferably, a short 
audio narrative plays to set the scene of each story, e.g., the 
crime, Which enhances the intrigue, suspense, and other 
features that complement the theme. Music can accompany 
the introduction, be played during certain events in the game 
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play, or be used throughout the game play, or any combi 
nation thereof. In the case of a race-themed game, fast music 
can be played. In the case of a suspense-type game, the 
music can be higher pitched, e.g., using more stringed 
instruments. For a crime, the music can be more mysterious. 
Any suitable music to match the theme and/or story of the 
game can be selected and provided With the game article. 
Also, a “cast of characters” can be provided on the story 
layer or otherWise associated With the game, and a separate 
paper dossier can be provided if desired. Players can option 
ally, but preferably, elect a particular character to play using 
the sensing device or electronic register, or this can be 
accomplished automatically by the electronic register. This 
advantageously promotes role-playing and increases social 
interaction so frequently lacking in computer games. 

[0058] During game play, the clues can be categoriZed to 
facilitate the action. For a mystery or crime-type game, the 
clues might include one or more of the folloWing: state 
ments, observations, facts, red herrings/false leads, or the 
like. Clues may be provided in various sensory formats, 
including sound clips, animated clips, video clips, teXt, 
illustrations, photographs, or the like, or any combination 
thereof. As part of the game play, each player may be able 
to use the sensing device to “move” a clue to confuse other 
players. This can be a given ability, or may be tied to certain 
game play events or the metallic cards previously discussed. 

[0059] Game play can proceed by having the computer 
identify the active player, such as With sensors in the playing 
pieces, or the players can toggle a player-speci?c or a 
communal button as their turn ends, or the like. The asso 
ciated electronic register can be arranged and con?gured to 
generate unanticipated events, unpredictable plot changes, 
or the like at random times. For eXample, an audio clip may 
sound asking players to change the direction of play; or that 
poWer has been lost and a virtual ?ashlight must be located 
to see further clues. A pause button for the game may also 
be implemented, either With hardWare or as an option on the 
sensing device or the associated electronic register. 

[0060] Conventional game play tactics may also be used if 
desired, such as permitting a second player landing on a ?rst 
player’s location can bump the ?rst player off the board; 
shortcuts to different compartments or locations on the board 
can be implemented; multiple languages can be accounted 
for in game play; pre-printed paper pads optionally With 
pencils can be provided to assist players in tracking clues 
and reaching a conclusion to the game; or the like. 

[0061] The term “about,” as used herein, should generally 
be understood to refer to both numbers in a range of 
numerals. Moreover, all numerical ranges herein should be 
understood to include each tenth of an integer Within the 
range. 

EXAMPLES 

[0062] This invention is illustrated by the folloWing 
eXamples that are merely for the purpose of illustration and 
are not to be regarded as limiting the scope of the invention 
or the manner in Which it can be practiced. 

[0063] A gaming article Was prepared according to the 
invention Was prepared including a game board formed from 
an 11 inch by 14 inch WACOM sensing tablet, a paper-based 
electroluminescent layer, and a transparency having a 
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printed train-appearance story layer With the train split into 
various train compartments for game play, each layer dis 
posed over the other With the tablet forming the base. The 
sensing device Was decorated physically to appear as a 
magnifying glass, and the LCD screen formed the visual 
component. The sensing device Was attached by Wires 
through a circuitry component containing the circuits needed 
to operate the LCD screen, and the circuitry component Was 
attached to a home PC. Separately, the game board Was 
formed as part of a table to inhibit sliding or motion of the 
game board during play. The game board Was connected to 
the computer by USB or serial port connection. SoftWare 
Was loaded on the computer that coordinated clues and 
information to be distributed to players on the visual com 
ponent of the sensing device, and the sensing device Was 
adapted and con?gured to inhibit or prevent persons other 
than the active player from vieWing the materials on the 
sensing device. The softWare Was adapted to provide a 
murder mystery story that occurred in the train compart 
ments depicted on the story layer. 

[0064] The murder mystery arranged on the gaming article 
Was based on a famous murder mystery story that occurred 
on a train. 

[0065] It is to be understood that the invention is not to be 
limited to the eXact con?guration as illustrated and described 
herein. Accordingly, all eXpedient modi?cations readily 
attainable by one of ordinary skill in the art from the 
disclosure set forth herein, or by routine experimentation 
therefrom, are deemed to be Within the spirit and scope of 
the invention as de?ned by the appended claims. 

What is claimed is: 
1. A gaming article comprising: 

a sensing layer; 

a non-metallic, electroluminescent layer disposed over a 
portion of the sensing layer; 

a story layer that is at least substantially transparent and 
depicts a game board thereon, Wherein the story layer 
is disposed over a portion of the electroluminescent 
layer; and 

a sensing device that interacts With the sensing layer When 
it is adjacent to the story layer and transmits light 
therethrough from the electroluminescent layer to a 
player. 

2. The gaming article of claim 1, further comprising a 
separate computing apparatus connecting the sensing layer 
and the sensing device and Which contains softWare that 
operates the sensing layer and device. 

3. The gaming article of claim 2, Wherein the separate 
computing apparatus is Wirelessly connected to the sensing 
layer and sensing device. 

4. The gaming article of claim 1, Wherein the game board 
depicts a locale having separating indicators to provide 
separate locations thereon in Which game play occurs. 

5. The gaming article of claim 4, Wherein the locale is the 
scene of a mystery to be solved by a plurality of game 
players. 

6. The gaming article of claim 4, Wherein the story layer 
is readily removable and replaceable With a second story 
layer depicting a different locale. 
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7. The gaming article of claim 4, wherein the game board 
is further depicted With a combination of alphanumeric 
characters, pictures, or both. 

8. The gaming article of claim 1, Wherein the sensing 
device comprises at least one input device that signals for 
information to be displayed for the player on the sensing 
device, and optionally, includes a decorative overlay that has 
a complementary theme With the story layer. 

9. The gaming article of claim 1, further comprising a 
plurality of position markers and at least one die. 

10. The gaming article of claim 1, further comprising a 
plurality of metallic cards. 

11. The gaming article of claim 1, Wherein the metallic 
cards either: 

interfere With the sensing layer and sensing device suffi 
ciently to block a signal therebetWeen When disposed 
on the story layer; or 

complete a circuit When placed into a suitable register 
connected to the sensing layer, sensing device, or both. 

12. The gaming article of claim 1, Wherein the sensing 
device comprises an LCD display With a removable polar 
iZing ?lter. 

13. A gaming article comprising: 

a sensing layer; 

a visual component disposed adjacent to the sensing layer 
that provides story information to a player; and 

a movable sensing device that interacts With the sensing 
layer When adjacent to the visual component so as to 
determine the story information that is to be provided 
to the player from the visual component and through 
the sensing device, 

Wherein the story information differs depending on the 
location of the sensing device in relation to the sensing 
layer. 

14. A method for playing a miXed media game With at 
least one player, Which comprises: 

moving a sensing device a predetermined number of 
spaces on a game board depicted on a story layer of a 
gaming article that has an associated electronic register; 

selecting an icon by toggling at least one input device, so 
as to display information from the electronic register to 
the player moving the sensing device; 

repeating the moving and selecting until the player is 
prepared to make a conclusion; and 

selecting a concluding icon Where the player selects an 
ansWer using the sensing device, 

Wherein the electronic register conveys an appropriate 
reWard to the player if the ansWer is correct. 
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15. The method of claim 14, Wherein the game is played 
competitively With at least tWo players alternating in con 
ducting the moving and selecting steps, Wherein only one 
player is able to select the correct ansWer. 

16. The method of claim 14, Wherein the electronic 
register comprises a computer associated With at least the 
sensing device of the gaming article. 

17. The method of claim 16, Wherein a person installs 
softWare containing instructions for the associated electronic 
register before the at least one player begins moving the 
sensing device over the game board. 

18. The method of claim 17, Wherein a person selects a 
story layer that correlates to a particular story and places it 
on a sensing layer used in connection With the sensing 
device before the at least one player begins moving the 
sensing device. 

19. The method of claim 16, Wherein the information 
displayed to the player is determined by a combination of the 
at least one input device and the location of the sensing 
device in relation to a sensing layer disposed adjacent to the 
story layer. 

20. The method of claim 19, Wherein the electronic 
register determines Which player of a plurality of players is 
selecting the icon so it can display all information previously 
determined by that same player When the sensing device is 
moved by that player across the previously visited locations 
on the game board. 

21. The method of claim 14, Wherein a timer counts doWn 
a predetermined amount of time until the ansWer is selected 
by a ?rst player, Who must do so before the timer concludes 
the countdoWn. 

22. The method of claim 15, Wherein each player receives 
one or more modifying cards that, When used in connection 
With the moving and selecting steps, either blocks informa 
tion in a compartment from being displayed or permits that 
player to see information obtained by another player. 

23. The method of claim 14, Wherein the number of 
spaces is predetermined When the player rolls one or more 
die on or adjacent the game board. 

24. The method of claim 19, Wherein the information 
comprises clues to assist the at least one player in solving a 
mystery. 

25. The method of claim 24, Wherein the mystery com 
prises a murder and the ansWer comprises the name of the 
murderer. 

26. The method of claim 25, Wherein the concluding icon 
can be selected by a player only after a murder Weapon is 
located by that player. 


